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INTRODUCTION % | LF e сс 


o 
The Gorgonites have had ericugh, The | Бека ing aggression of the Conde 
Elite has finally threatened Gorgon, the Gergonite home world. It's-riów time for 
action, and the peaceful, kind-hearted Gorgonites will soon show the Commandos ^ 


that nice guys don't Lh iren last! 


an Small йш. you assume he Yol = Se cm of the AE An 
RE with all the mystical weapons the ancients can bestow, Archer must- drive HE te 5 


| pros : S ` Commando menace t away from. Gorgon, бее their Inner Sanctum, and: end ahê 
Е = Commando threat for all time. BE ER E 
SK اک‎ > = 2 ER Ще я F. T 


| Acher must ^^^ 2 


Accompanied by fis fellow Gorgonite > 
2 ае his мау through. ancient templés, 


+ tions, andeverrthe.heartof i lar 


©. E home world—in his quest to vend the ced 


zoe А feign "oi terror. bu : 8 
SS = will = n ing 5 say he ER : 
Sx least, but the alternative i ig the eradica- - LT 


IR tion of the Gorgenite race.Archer’s 
IT - back i is against the wall, md... 
| ею showthe. = 
4 222 - Commáridos what — ES 
же Sf gon are nel 
ET | Sr piae. ae ; 


&e, there are a few thir you ased pe up. In addition, you - 


must ют yourself with Archer's abilities. This section of the book covers 
ес те сын 
дате setup, controkconfiguration, and Archer's basic-moves. me 


Gave serum 
A 


Once the game begins, the Main Menu: e 


38908: be your first жор; There ar ‚are e five um = 


28 TO Î the за зате- — console, Alter an Le 227% 
mu pu NS се play, you’ re presented with the following: а | choice of chorac-... = 
Е A. ters (Archer or Chip Hazard) to play as, a choice of maps to play; and, 


= ха choice-belween two games (Frag and Flas mode). (Refer i to. the 23 
S - a Ne dup k н more deli 2 > oS 


2222 E Bar Fen — joto Es Ж 
E e have. earned en levels This i is ies re cheat codes 


‚ GAMEPLAY BASICS 


CONTROLLER . — 
The Controller menu enables you to choose" 
from three basic controller settings that you can 


“then « customize to suit your. ad 


-=Seléd your player (Player 1 or or Player 2yad E 
“then toggle through the available configura || 
tions by opening Config A, Config B, and 
` Config Сю determine which option is closest 
Jo your preference. You may need to play the game before making any change to 
the defaults, but if you decide to do so, you can move down to ће: buttons.and. —- 
change individual buttons as well. The Vertical Aim box determines whether Pe | 
Archer will look-up or down when you press | а 
Up on the D-Pad. Experiment:with this setting to =- Er 


P Which option you prefer | en > = pra 


MC f you're using an Anal alog c controller, lleg- you сап = 
configure the controls ће same way. at ‘choos- 


ing Analog instead of Player 1. or Player 2. 4 с 


d > DA Dg 


DIES - Se = 2 = 
=e, Ren the реду s selling is highlighted, pressing: Left or Right on he D- Pod 
will selecf Easy, Normal; or Hard skill re 


Here's the breakdown: Ton: skill oda 7 lives: 100 HP; weapon î sided 
up 10 %; Health power-ups give full health; 1 Talisman per Earth Shaker; 30 Gof 
-secrets are One-Ups. Normal skill mode 5 lives; :50:НР; 2 Talisman pert Earth 
`. Shaker; 60 % of secrets are One-Ups. Hard skill mode 3 lives; 50Һ НР; Р weapon is 
_ damage scoled down 10 % er = 
Ups give: 33% health; $ Tolismen per Earth - 
_ Shaker; dl: secrets c are One-Ups E > = = 


1 
n 


"ER EDITS ; 
The € Credits.optior А you check out the peo people oko in и. the game. In 


= 
Ее 
= addition, there's some great origiríal art and cool character animations in this sec- 

к : tion—be sure to check ¡ | ош! қ 2 се X 
-- ~ 
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ARCHER'S Basıc | Mi er 


Regardless how you configure the controller, there are а = basie toves. hot 

Archer can perform... я 7 E 
К Fire—Pressing this button causes Archer to attack sing the current ad 2 

_ ей pe weapon. ae = c = AA A 


Ж. 


ER v Jump—Archer i is be ES some impressive jumps, He. can jump “rid, 
a e Hm 22% - catch. ledges, and continue to climb as you press the D- -pad Up. Or, he can” 
Е „а= ro а you Press the same uon end ee at the last e 


= ж 


ҚАР LE 


es yo Жа d he a Eu. 2% A 
il dey. Press i if a times to toggle ~ 


қ, ү” 


al бы this button to launch an atok withthe currently ^ 


р 5 = : а selected ‚Special. `, E. = è с > t қ же i x cbe rs al ek 3 MS v > 
SS X 3 “> 
md — Strofe de Pa ‘this е. to — “sidestep ıo helit is bution = ae 
Б es 5 very useful for avoiding: attacks, ог "lining up f for tricky j = = eL 
“i 5 5 x F RL оа аа N م‎ 
Nee SE >, Strafe Right- This Buton causes s Archer 16 deseo to the right = 
Nn LES E AT б 


E = к change Weapon Use i this button to toggle tech o available - = 


CHAPTER 


CHARACTERS 


` CHAPTER 2 


CHARACTERS. 


GORGONITES 


The Gorgonites, always a peaceful race, have had their fill of 
Commando aggression. Even the most kind-hearted of races would | 

have to call the Gorgonites’ decision to retaliate a sound one, given the 
long history of Commando attempts to obliterate them. ! 


The following summarizes each Gorgonite in the game. All the 
Gorgonites have chosen Archer as their defender. Gorgonite is 
prepared to fight at a moment's notice. | 


The leader of the Gorgonites, Archer is 
the main character in the game: His 
quest to rid the Gorgonites of 
Commando domination starts on 
Gorgon, and will take him into the very 
heart of the Commando stronghold. 


Insaniac usually provides some comic 
relief for his Gorgonite brethren, but 
this 15 no time for comedy. When sum- 
moned to fight with Archer, Insaniac 
fights with a vengeance. His lightning 
attack will drop Commandos in their 
tracks and he'll remain with Archer 
over most obstacles. 


1 ТЕТЕТЕТЕП и | : т LE ат. 


г Pond N a 8)! With: cy 
E slashing claws, he is prepared to Ei 
` mel Commandos at Archer's call, © 
Punch-It can also absorb a fair zx 
„Е of damage, so when he jumps into bat- 
[E tle, let Archer take a breather while the — 
‘Commandos fly, courtesy of Punch ITT * 


SCRATCH-IT 


Scratch-It is one of the smaller 
Gorgonites, but don’t let her-size fool 
you. She can stand toe-to-toe and tear ў 
at Commandos twice her size. She is 
also-very quick, making her a tough 
“target юг Commando attacks as well: 


OCULA 


Ocula may look freakish, but she's an 
asset whenever she appears. Her 
long-range laser attack is very power- 
ful and effective during battles. | 
However, Ocula isn't very tough; so* 
Archer will need to fight alongside of 
her to keep her alive long enough К to 
prove useful. : 


STENCH 


“Ready to rumble” might be a delicate 
way to describe Stench’s attack. This 
gas-passing Gorgonite emits a deadly 
stench that will bring Commandos to . 
their knees. This gas cloud can affect 
IE several Commandos at once, so bring 
Stench to the party when things get 

E crowded. 


SLAM-FIST 


Armed with a massive boulder іп 
place of a fist, Slam-fist pulverizes 7 
any Commando he attacks. Although # 
he's not very fast, his powerful | 
attacks (including а long-range епег- 
gy blast) make him one of the more 
powerful Gorgonites in the game. 


NIBBLE 


Nibble's ability to fly makes him very 
valuable for clearing areas long before 
Archer reaches them. Unleash Nibble at 
T ground level, and he can take out any 
Commandos above—even if Archer 
hasn't seen them yet! 


CHARACTERS 


CHANTERS 


- The Gorgonite Chanters are the 
keepers of all mystic lore on 
Gorgon. To summon them, Archer 
must find the idols-that represent 


them, and place the icons on the 
corresponding altars. Once sum- 
moned, these mystical beings create 
the portals that Archer needs to 
reach other areas. 


COMMANDOS 


Convinced that the universe would be a better place without all those 
"do-good" Gorgonites, Major Chip Hazard has led the Commandos in 
an all-out war to destroy the Gorgonites and their home world, Gorgon, 
once and for all. Armed with superior technology, the Commandos are 
certain of victory—perhaps too certain. 


The Commandos have varying hit point levels, and they wear different 
colored vests to reflect this attribute. For example: 


E Green = Level 1 
¥ Blue = Level 2 (key holders) 
в Red = level 3 
b Black = Level 4 
_ There are only Green and Blue Commandos on the early levels, but late 
in ће game, you'll come face-to-face with the much tougher Red апа 


: Black versions of the same characters. 


CHARACTERS 


— MAJOR CHIP HAZARD 


Hit Points: 


— Green = 125 
Blue = 173 
= 221 


Black, = 317 
Chip Hazard is the leader of the 


` Commandos, but he definitely believes 
in leadership by example. He jumps into 1 
battle with a vengeance, and is tough to 1 


bring down,-even in his weakened 
Green state. Réspect his speed and fire- 
power and; by all'means, summon 
another Gorgonite to help you take on 
this Commando if-at all possible. 


КІР KILLIGAN 


Hit Points: 


Blue - 140 


In addition to his trusty machete, Kip is 


Е armed with a devastating throwing-star 
E attack. When you see him spin, jump to 


avoid these deadly projectiles, or-shoot 
him in the back before-he can complete 
the throw. 


CHARACTERS. 4- 


NICK NITRO 


Hit Points: 


— Black = 285 


‘Nick Nitro has an explosive personality. 

_ He wades in with an incendiary attack 
that can instantly turn Archer into scrap. 
Nick's weakness is that it takes a few 
seconds for his grenades to land, so 
Archer can attack or dodge fairly easily 
before the detonation: 


BUTCH MEATHOOK 


Hit Points: 
Green = 140 
170 


Butch is nearly as tough to bring down 
as Chip Hazard. With his Gatling gun 
attack, you need to blast him with Big 
Blasts or shoot him from cover with 
Star Bolts. Don't even think about 
going into a head-to-head battle with 
Butch; you should avoid it at all costs. 


CHARACTERS 


Hit Points: 50 


Bipod isn't nearly as tough as the 
Commandos, however, he does function 11 
quite well in a supporting role. Don't 
take your eyes off these diminutive 
robots, especially when they travel in 
groups. They can take-down Archer 
without help from the other 
Commandos if they are completely 
ignored. Use your Crossfire or 
Rebound to make quick work of any Bipods. 


SENTRY 
Hit Points: 50 


These flying menaces аге tough іо bring 
down with anything but Archer's lowly 
Crossfire weapon and Sentries. The 
Crossfire will auto-aim well enough to 
drop them in most cases. However, 
avoid wasting your more powerful 
weapons оп them, because a few well- 


placed Crossfire rounds will finish the 


job. 


CHARACTERS 


ls MORA 


Hit Points: 50 


2 11H 


Mortars-have а wicked grenade attack. 
The most difficult aspect when facing 
them is that they don't always fire direct- 
ly at Archer. You must wait until their 
rounds-are airborne, and then dodge 
them. You-can-take down Mortars quickly 
with Big Blasts or Rebounds. 


l——— 


Hit Points: Unknown 


Mech-Chip is the final Commando that Archer must face; and he 
proves more than a match. When Archer first spots Mech-Chip, he's 
grounded, but Mech-Chip won't stay that way for long. Mech-Chip will 
fly around the Inner Sanctum, blasting Archer with his Nuke attack. He 
possesses deadly accuracy, and will zoom in on Archer if Archer tries 
to use Sniper Mode to attack: 


Destroying Mech-Chip requires lots of 
patience. Remember that: all the 
weapons and power-ups in the Inner 
Sanctum re-appear at selected intervals, T 
so avoid his attacks underground, and 
_ then snipe at him from the cover of one 
_ of the bridges. If you're really brave, 
use the Stationary Turret to inflict 
some major damage, but don’t stay sta- 2 


_tionary for too long or you'll regret it! 
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WEAPONS . 


= 


ES side 


WEAPON S- 

Archer has four primary w 

(Crossfire, Star Bolt, Reboutd,and ~~ 
Big Blast) and four secondary weapons ^ 
(Orbs, Spirit Bombs, Earth Shakers, 
and the Gorgonite Beacon) at his dis- 


posal. Unfortunately, he can't use.a weapon ` - Archer runs out of ammo of either 
unless he has: ammunition for it, То check... 
2 a Archer's ammó-count, refer to ће dwo-- 


bassi in the upper-right- portion of the screen. 
The bar 6 on the left shows his | тенеу 


weapon ommo; whic 
Ед by pressing: | the 12 button. The - 


nmo baron the tight indicates th « 


Se = зн Shakers, жа фе 


_ an ER that he can 


B= 


А ARCHER'S N 25ENAL—WEAPONS 


ich you соп toggle - 


n 


ring-the-p ы nature of ће Gorgonites, Archer has a very impressive arsenal 
at his disposal Clearly. the Commandos repeat а grave threat to all 9 Бене, 


E iir ә, ы 


E 


‚ only: t of these weapons x алыр 


“whichever secondary Weapon he lost pike 
“up becomes the active'weäpon. Press the ` 


CHANGE SPECIAL button to toggle ` du 
through all the available weapons. When ^ Mad 


vill er e cel иа e né 


Zu with its default сы The A ^ 

= (plus/ minus) after each damage indicator - + 

applie ies to the Easy?! Difficult skill levels. X On. = = 
skill level, ‚damage i is. increased by. 

the amoünt айег the + (plus). On the Hard - > 


al 


s, Spirit-— skill level, fe tene] is 1993 decreased. 


мк, 


posco "Damage! 4; per. r.shohte/- n Bg куе с 
@ | The Crossfire is Archer's default weapon. без“ ti 7 2 


е ‘STAR вот. 


“pinch, but if will auto-aim in most««ases, which makes ita oe 
choice cmm sertis. Gensfalefs, and turers = 


М 
! 
i 


4 ^L WEAPONS 


HA, 


ж ¿at == - ^ 
E а 
et 26 à 


ES 


BIG BLAST 
Damage: 17 per explosion (+/- 2 ы > 


Тһе Big Blast is the’ + powerful primary weapon. Searcher’ arse- 
nal. It de ivers a powerful blast, and even has.a limited ability to 
auto-aim af'antarget. This weapon can také out a Commando in one 


“shot, so use it to take them out t of Torres, Walkers, or in other 


= de-or-die situations. >" 
AV 


T. = om = э = 

рт“ Damage: 20 per explosion - E | 
| The Orb is basically a hand grenade. When о it; it. rests оп: 
| the'ground Юга few seconds and then detonates, "which: makes. iP ы 


| great for dropping. into d crowded rc room to thin out any Commandos, 
Ш also works well i you lob them c as YOU back away | отап, ey 


= SPIRIT. вам Б. 
— Damage: : 20 per expl n 
Spirit Bombs. dre contackmiries- МУ aye hemtnrows вим, пе 
"when they hit the ground, but don't explode until s 50 eone-runs iis 
them: Keep in mind that Spirit Bombs can eliminate Archer ioo if he 
‘accidentally steps on them! Use these beauties fo create traps for 2-4 > 
tougher enemies ‹ as y^ s you. ande a lei... EE а 


N к 5 
~ E - VE A 1 
ج کی‎ К (IA A ; mmus 


e EARTH SHAKER 


ve 


те Barth ВАК is the е5 > Gorgone vi ER As а a to 
find in Бе. game, Archer will rec гесеме Earth Shakers i in ee for Е. 
i fin s throughout the g gue 5 : > 


n 


WEAPONS . 


In обата tó The-weapons іп Archer's pes E there are several important items 
“that he will find along the way that will help him i in his. quest to defeat the > 
Commando aggressors. e e 
2 En ی‎ ы ی‎ 
Hea SH E Аы. 


This power-up ee Beckers мес ho сықыр Іп тапу cases, 
you'll find these scattered throughout H the levels; however, some ^ 
Commandos drop them when they die. Health power-ups can make the 
difference between life and death, so remember where ere узул ig hem -. 25 
ES even if you den t need them yell. AAA = 
sh C S One Ur - = нБ A 
Я One: Ups give и а new a on Мы Мега, Think of Gre E. 
Ups аз ёхіга lives. Each time Archer finds one, hell ‚get one more _ Бах 
“chance to- continue his qe One-Ups are cumulative, : so keep- on. 


y out for them = usc wid Archer alive longer; = Il 
EL 


n 


Vie Restart + Flag i is a Er conch item. When Archer Sn one, Кас -- 
'Gs.a.marker | of his progress. When he loses all his lives—and he will 5 


ue: he' L resurrett at the site of the last Restart t Flag | he picked Up. - REES 
A 25 TS 


en 16 say, if you're | їп-а heated battle and you.canseea ^ 
md Restart Flag, make а run for it © save your: progresse When. he 275% 


че p m 


ES rd ` game е continues; all will bé-as- it was—any enemies Archer has killed will still bes | 
= dead. Of cobre, г when Archer runs out of One- -Ups he сай ر‎ i 
о o o TALISMAN | a re: | 


y 


"You can usually find Ыш їп Seal Areas" After. усе accimulate- 
а certain number_of them, you can trade them іп for Earth Shakers. _ e 


The ‚amount necessary per Earth Shaker varies bys skill level. Hey = 


MISSIONS 


MISSIONS ---0/ 227 


GORGON 


The CEE hove invaded батат It’s up to Archer to. rescue his ks 
© cáptured Gorgonite brothers before leoving the realm i to end the 


Commando menace. 


мар 
MN 


У : RESCUE INSANIAC. AND. FIND THE. 
> | OBJECTIVE: ENTRANCE.TID THE DIMENSIONAL 
> - TEMPLE. ic 
= ENEMIES: КІР, BIPOD 
Sem 
a xxAMExOx 
FREE THE. FIRST INSANIAC 
2 From or point Fun. into. the aS F = 


room.ahead. You'll see Insaniac. being 
E held prisoner-Veef to the left and use - 
Se s the pillar to avoid the fire from Не. 

i a | 77 Generator. Take-out. the first В род 
Sa = which, should be to the Чей), and iher ; 
eps pe on the М Turret 
explodes, Ji Ihsanige tees] к. E 


ER E a 
m X 


‘ahead of you. BUF watch-out! Kip 
and another Bipod are waiting for- 
you! Stick tothe safety of the room 
wheretisaniac was being held 
“prisoner and open fire on Kip. 
With both out of the way, pick up 
the Ricochet that Kip dropped. 
Now walk into the astral fire to 


2 = reach the next area. 


AFTER USING THE ASTRAL FIRE TO REACH YOUR 
NEXT DESTINATION, TURN AROUND TO FIND A 
SECRET ÁREA ON THE OTHER SIDE OF THE 
ROOM ABOVE THE FLAME. SNAG THE ONE-UP 
INSIDE, AND THEN JUMP BACK DOWN. JUMP 
INTO THE FLAME AGAIN, BUT THIS TIME JUMP TO 
THE OTHER LEDGE. 


a ONWARD AND UPWARD 


Look i jo: the left. as soon as you ‘Seach the 
< |édge.above, and blast the: Bipod: Don't 
- forgetto- pick ùp the Ricochet i inthe. 

= alcove behind it. А5) you continue down 


MISSIONS . 


= 

ыйы A 

Б. -back up and make the leap - | 

= 

= to catch the ledge:-Collect 

= the Rebound on the ledge, 
and then jump back to the 
bridge. | 


` After crossing the bridge; don’t let 


> the Restart Flag distract your Е 85 
р judgement—Kip апа at least two = = 
eon Б tm _ Bipéds аге Waiting for you in the hall ЖС? 
У „шу ы 5 E es ; қ $ sf 
is WERE THIS TAKES YOU To Нее. . : 
it "x TO WHERE THE ^ Draw iem" “ae № oe > 
: ; FIRST INSANIAC баайа БЕ 2 
BE - WAS BEING HELD. : oe 
AS E MAKE YOUR WAY ; „them off one at 
¿E BACK TO THE a time. е 2 | ER 
Za BRIDGE AND TRY we ; ER é wu — 
ET = AGAIN. 


THERE ARE FOUR ALCOVES IN THE HALLWAY IN WHICH КР WAS LURKING. 
'| COLECT THE HEALTH, REBOUND, AND STAR BOLT IN THREE OF 

| THEM, AND THEN LEAP INTO THE SPIRIT WELL 
| IN THE FOURTH TO REACH ANOTHER SECRET 
AREA AND ANOTHER ONE-UP. 


GORGON 


RESCUE 
INSANIAC 


^. Jump Дыт Бе € 
Secret Area and head tothe 

Е right. There's another 
. lnsanioc being held prisoner. 
-...ih-the room past the corridór 
-from which you reached the 


SE cre Area. As y you enter E Ilo j - A—— ҚЫ 
5 dhefoöm, \ veer tó ihe left and E — — - 
take out the Generator to free Insaniac, and then use фе XE to pro- ee 


3 -tect you as he fights Kip and Bipod. Use your strafing < abilities while fir- - = ре Ж 
ing from behind.cover. provided Буе pillars to help: out "Ínsaniac. Alter E oan E e 
= clearing о out the area, climb onto + he dge ond and pick up ihe Star Bolt- = s 


5 ol 
NES крак, my PH RR 
N --4 ^ч. REIT ас х Ж 
уж N ER £ ELA - > 
4.» $ >” 3 ESN ^^ 
ye ж 2 > 
AR айан er 


& UPPER: LEVEL le 
Tum to, ae right and fight of 

Kip to > reach the One-Up at em = 222 == 
the enê: at ihe ledge. Cross to- = Fo = 
the other-side and fight 3 b n 
A А the end of his das и + zx d 


MISSIONS 


Y 
1 


Pick El Bolt and . 
use it to eliminate the 
Bipods headed your way. 


i 1 
)4 
2 


The alcove to the left con? 
tains another Star Bolt, 

so snag it before grabbing 
the Restart Flag. 


RESCUE INSANIAG аты 


eque. JE -The final a 15 strung: өрле of you, "buf 
See don't€foss Ahe bridge just yet. First, get the Star 
„| INE INSANIAG, Bolt and Health near the bridge, and then 
à SAP FOLLOW THE PAS- 
И м. snipe at the Bipods to clear the way. - 2 
THE RIGHT AND 
IE FIGHT OFF BIPOD 
ns TO PICK LIP THE 
HEALTH. 


— f you i his end of the ge andi use / rcher's ^k 
. you'll see a Generator ahead and to the lef. Blast away ‹ atit 6 fee 
2 = who. xat pee start d tearing apart the Жие: Кіре that w were 


~ GORGON 


ЧЕНЕ‏ ی 


THE FINAL SECRET 1$ LOCATED IN AN 
ALCOVE BACK ACROSS THE SLIME. TO 
REACH IT, JUMP TO THE PLATFORM WITH 
NOTHING ON IT (THE OTHER ONE HAS A 
|| STAR BOLT ON IT), AND THEN JUMP 
INTO THE ALCOVE AHEAD TO PICK UP A 
TALISMAN. NOW JUMP BACK ACROSS, 
AND COLLECT THE HEALTH ON THE 
LEDGE THAT PREVIOUSLY HELD THE 
GENERATOR AND THE STAR BOLT FROM THE OTHER 
РАТЕОВМ. ENTER THE SPIRIT WELL AHEAD. 


Т 


po A ے‎ б oe 


„ENTER THE DIMENSIONAL TEMPLE” AE 


There are p о Кр їп: he - 7; РҮ 
next room, so > open fire. = к A | qa 
< aedi "Run around 
this room and рї wed 
- the weapons. After-eliminat- - 
ing the dual. Kips; get the 
-Chanter- Summoning | 
` Idol, and then touch the - 
: “green: altar i in. the alcove o 


MISSIONS 


MISSIONS __ 


LEVEL 2 . 


DIMENSIONAL 
TEMPLE 


== 


=. The Dimensional Temple is under attack by Chip Hazard and Bipod, _ 


ma zo 


Archer must gather the four Chanters and open the portal, or Gorgon” 
will be’cut off forever! am a 


AA 
SECURE FHE REALM “BY BLASTING 
THROUGH CHIP AND BIPOD TOD” ~ 
“OPEN THE PORTAL. 


E 


SCRATCH-IT 


CHIP, BIPOD 


BXANBBHOX 


DIMENSIONAL TEMPLE 


CLEAR THE COURTYARD № p 


When Archer arrives, he 
^... enters.a courtyard with’ 
Bipods lurking everywhere. _ 
“Open fire on them and then’ — 


y ELET 


collect the göödies—some > 
Health, a Star Bolt, anda 
Gorgonite Beacon locat- 
—ed-under dhéTamp on the 
ight side of the room. You | 
car use the beacon to-sum- ei. = | ad moe 
mon Scratch-It to fight» У усе и = "Lp oi 
Archer а o. Ee Ye д 


GET THE GREEN KEY AND > GORGGNITE A 
.BEACON ts = CR. 22... 


mtt un y. те 


= чу 


Же. el the al [> ; er 


= you ‘Il see the green Chanter. = 
= Jumping on top of the altar to MO ар? 


Al collect the-idol, will simulta = 
d neously deploy the Chanter, = ed. ST 
who throws the key. Open (== 
the g green door in the court- _ = oe 


but- о Ship i is 


MISSIONS ~. 


CHAPTER 4' 


GO THROUGH THE GREEN DOOR AND UP THE FIRST RAMP. TURN LEFT AT 
THE TOP AND FIGHT YOUR WAY DOWN THE WALKWAY. WHEN YOU 
REACH THE FIRST OPENING TO THE RIGHT, TURN RIGHT. АТ THIS POINT, 
YOU SHOULD SEE A RED CHANTER IDOL ACROSS А GAP. BEFORE 
JUMPING TO IT, TURN RIGHT. (YOU SHOULD NOW BE FACING A SHORT 


WALL.) CLIMB UP AND JUMP DOWN 
ON THE OTHER SIDE TO ENTER THE 
LEVEL'S FIRST SECRET AREA, WHICH 


25 
po oe HAS А ONE-Up, STAR BOLT, AND 
г REBOUND. 
s] 
Ж. 

ER Seed ve he Set Ar dm 
ss pick-up he Re ed-Chanter ` 
a Idol by; jumping к to the stone- 


= ring: above-the gap. Archer - 
| will automatically grab the - 
‚ring. Wait until his feet ai are 


DIMENSIQNAL TEMPLE 


Return to the ET with 
ramps in it,.and turn right at ~ 
the > top: of the right ramp. 

Open the red door and take 
out the two Bipods-behind it. 
Jump across the gap and look 
fo ће left at the next opening. 
Jump, swing, and jump again 
Lj to reach the Yellow ^^ | | 
Chanter Idol. However, = |> 
don’ t jump down ‚because Chip i is waiting below. There's no needto. | АГ» 
E him, jf убы can-swing Баскатеғоѕѕ and return jo the ı altar chamber. 


4 


N ^ 
М 


= p f 5 
de ыыы раем ел» жем 


И 


THE SECOND SECRET IS A BIT TRICKY TO REACH. WHEN YOU JUMP BACK 
ACROSS AFTER GETTING THE YELLOW CHANTER IDOL, TURN LEFT. JUST ТО 
THE RIGHT OF THE YELLOW DOOR, YOU'LL SEE A LEDGE OVERLOOKING 
THE PIT BELOW. JUMP TO THE LEDGE TO REACH THE SECRET AREA, 
WHICH CONTAINS SOME HEALTH AND А REBOUND. RETURN TO THE 
ALTAR CHAMBER AND PICK UP THE 
YELLOW KEY. 


MISSIONS 


M 
1 


Eliminate Chip, and then get ~. 
the Gorgonite Beacon. Now. 
return to the area just inside 


a 
N 


_the yellow door Now return: 
ур. the ramps and turn 
around. Open the yellow 
door between the tamps; ‚and... 
then jump across. to thé plat. 
form. At the top, make the 
jump to the platform above 


the Blue Chanter Idol... a 


Note that if you miss this jump, ~ 
Chip will be waiting for you! 
-When you reach the top, turn... : 
"around; jump to reach the. 

Star Bolt and the ledge 

behind it, where the Blue. 
Chanter | Idol: sits. Return | o uc 
thealtár chamber fo: get the 

final key 8 


С“ 
mu 


YOU'LL SEE TWO SMALL PLATFORMS ON 


EITHER SIDE OF THE DOOR. JUMP 
ONTO THE LEFT PLATFORM, AND THEN 
CONTINUE УР TO REACH THE TOP OF 


THE WALL. 


np gm 


ғ 


e d 
Е y 


DON'T ENTER THE PORTAL JUST YET. THE BEST SECRET HAS BEEN SAVED 
FOR LAST! 


WALK UP THE RAMPS ONE MORE TIME AND OPEN THE BLUE DOOR. THE 
FLAME WILL TOSS ARCHER ONTO A LEDGE WITH A TALISMAN ON IT. 
GET THE ITEM AND THEN JUMP TOWARD THE WALL AHEAD OF IT, AND 
THEN QUICKLY TURN AROUND WHEN YOU LAND. THE GOOD NEWS IS 
THAT YOU'VE FOUND A SECRET AREA WITH THREE ONE-UPs IN IT. THE 
BAD NEWS IS THAT CHIP IS RIGHT IN FRONT OF YOU. IF YOU'RE LUCKY, 
YOU CAN UNLEASH SEVERAL SHOTS INTO HIM BEFORE HE TURNS 
AROUND. WiTH CHIP OUT OF THE PICTURE, RETURN TO THE ALTAR CHAM- 
BER AND GO THROUGH THE PORTAL. 


YOU COULD ALSO GO BACK UP THE RAMPS AGAIN AND OPEN THE YEL- 
LOW DOOR JUST OPPOSITE OF THE BLUE DOOR, AND JUMP ACROSS THE 
PLATFORM. AFTER DESTROYING THE BIPOD, JUMP INTO THE BLUE FLAME, 
AND GO TO THE PLATFORM ABOVE IT. THERE'S A STAR BOLT POWER-UP 
FOR THE TAKING. 


FLOA 


| EON с 


MISSIONS 


FLOATING 
FORTRESS 


_The flagship” of the Gorgonite fleet i is under attack! Ade в gather ^ 
` the Chanters to start the ship's engine. Kip and the Starfighters prowling 
the ship аге no.match for Archer and Punch It. 


> 


START TI THE MESSEL'S ENGINES gx 
GATHERING THE CHANTERS. 3 m 


جہن کج 


KIP, STARFIGHTERS 
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FLOATING FORTRESS 


GREEN CHANTER IDOL ES le” 
Get ready f for a ЕТІП i ЫЗ 
Не. Тһе area-in which you Ss 
start is heavily defended by >. 
lots of Kip Commandos. 
Eliminate them all, and then 
enter the hallway behind the 
red altar. The Kip Commando 
at the end of the hall holds à 
the Green Chanter Idol: > 
— You'll need to kill him and = 
take it back to the altars. With the: green key in и possession, Не ee 
ss starts pes Se RE Ep Ue г 
= en s b e. > 
PUNCH IT! ть 
Re-enter the hallway where you - 
2 Веће off the key- holding Kip, | =. 
and open the green door: Use CHE = 
ers "look mode” to fire” E я 
at the floating Sentrysand_ eee 
then grab t the e Restart Flag | > е 
near ће engines Now follow p ET 
the passage, grab the _ = SR 
` Gorgonite Beacon, and 527 
_ activate it lo kick start Punch. e 


a't on about he Кір Conds Econ) | Stel B Pus D 2 


т are a him. Тот ee and blast the | un ‘hovering іп in the co corner. 


MISSIONS 


A 
EIE BED CHAN R IDOL 
Ex 
= Fish walle the right-hand ramp. . OF the upper level, eliminate both 
- “Кір Commandos in your path to get the Red Chanter Idol. Return to ..... 
; = the altars, and get the Red Key. Keep your-eyes paai, because Kp- 
and the Sentries may bé back in Бем. a 
ec Pag : 
ne ¡YELLOW CHANTER юв > 
| gom Rotor to thé u qe deck 22-2 you took: de Red Chanter а 746 
x dd open thé red door. Move fast though, because this room is row As 2 
> yeu run across the room, shoot at any Кір Commandos y mandos you-see. Now. 
= | айты either short ramp; ‚and дем отб һе harpoon turret in the = 
о centerof hen room.- = = 3 = Brees : ее eo, 


= Then turret s prove s some. e protection ы. 


FLOATING FORTRESS 


7) 
t Іш 


YOU САМ ACCESS BOTH SECRET ÁREAS ІМ THIS LEVEL FROM THE PLAT- 
| FORM YOU SHOULD ВЕ ON NOW. TAKE OUT THE TWO КР COMMANDOS 
! SHOOTING AT ARCHER, AND THEN JUMP TO ONE OF THE PLATFORMS. 
i | YOU'LL NEED TO JUMP FROM THE TURRET AGAIN A SECOND TIME TO GET 
$ 
| TO THE OTHER PLATFORM. 
Т 
| x 
B | 2 E 
m E US EU XS EN 5 
xx eie т Ж > : : E > pe —— ' ў ре A | 
a PEN. THE PO RTAL- ^ 
| eium to the aller room to get the а 
Yellow Key, and then | return fo the 254 = 


e room withthe Harpoon: Тив): Ofen Em. 7 = . 
| ‚either yellowdosronthelge ig 2 


“and climb<either-set of platforms = = 
to reach the Upper, deck ^ Ser 

2 = Me 

_ Quickly jump. рю the furret in the а 


`` center о the room, and blast- 
the Starfighter that ambushes  - 
— Kem behind: With it oùt tof 1 


MISSIONS . 


MISSIONS . | 


SPIRIT BOG 


Archer has his work cut out for him in this е” ly most height 
his way through.Nick and Mortar, he must fight and. elec) the < а. 


225 Соттойао Walking War.Machine before he can continue. 

жуу = 

дула Tr DESTROY THE COMMANDO WAR x А 

^ "s “6 E OBJECTIVE: MAG TIER - ET ie r! i RE ) м 

| Жы с> Е DE MIN : S 
A GORGONITES: ОСА темен 

554 ENEMIES: NICK, MORTAR 


SECRETS: 2 


с PASSWORD: Axa _ 


2: 3 ment is do fun = itt ‘Gib. he осе ж 
=== | Gorgonite Beacon near he start and. 
= = 22 gel moving, Using: the right moves, you. 

dm E. _ сай jump and TX yeur way vn 
- tothe Se p 


— > 


~ SPIRIT BOG 


OS " 


FIND THE SECOND SPIRIT WELL Зе. 


ж” 
Keep a sharp eye out for Mortafs іп десіне; there жаба оп 
„ће ground-that spit them out.-First, destroy the керу with concentrated 
fire, and then take out Не Mortars. 
"There's a major ambush in store-for you _ 
across the bridge. Unleash Stench-fand 
Осла if you have him) ane'serd him 
over first to soften things up a bit. Then 
onteash а“ few Spirit Bombs to finish 
efe job. Now'simply dive into ће = 
apt Well ahead. 


y uidi) 


| Dim DE AND COSMOS E at 
As soon as you arrive, grab the. 
Céntinue and send Stench out to the 
“left to Бане Nick and the Mortars. 
E their attention diverted, get = 
behind them and } destroy: the telépc pads pe 
OR Жоош ground. Don't forget tó snag Не [ 
"Star Bolf and oihargoedíes as well: E 
When the area is clear, step back onto | а | а 1. 
the en from-which you started, - = бс эсс з рс. cub Em 


MISSIONS 


pss 


| AS YOU EXIT THE TUNNEL, OPEN FIRE ON NICK. IT’S BEST TO DROP SEV- 

ERAL SPiRIT BOMBS ACROSS THE ENTRANCE TO THE TUNNEL AS YOU 

| RETREAT DOWN IT. WiTH Мск NOW GONE, YOU 

‚| MUST MAKE THE LEAP TO THE PLATFORM ON YOUR 
| RIGHT (ARCHER CAN DO IT STANDING UP). 


CHAPTER 4 


| THE NEXT JUMP ISN'T SO EASY. FIRST, LEAP TO THE 

| BRANCH ON THE RIGHT SIDE OF THE PLATFORM. 

| ARCHER CAN JUST BARELY REACH IT, AND WILL DAN- 
GLE FROM IT. WHEN HE GETS EXTENDED, JUMP OFF 
TOWARD THE LEDGE TO REACH A SECRET AREA WITH A 

A One-Ur, EARTH + SHAKER, AND TALISMAN. fp s 


TRIG KY. JUMPS 
жал: 


EA must repeat your jump to de m 
‘back tothe platform. Once you reach it, 
look to the right. Make the jump to the _ 
next tree limb, and then jump and ` 7 
swing from he next one so that you con. NS 
Ecce tunnel ahead. 


"м, 


Nick is er inside; s so o blost hime as you enter С Get q т SE 
-< |. Beacon and enter the Spirit Well to commence > battle with de. 
Bu Se eg ене War r Machine. SÉ 


= - 


Low ROAD. 


= them are wo ways ae can 
E с:  battle-thie monstrous. ‘Commando Walking - 
ЕЕ War Machine. First (and probably: most 
2382 difficult), you-€an stay on the. level you: are | 
E. arî when’ you. exit the-Spirit Well. Then. - : | 
8 пчаке oU git the Commando walking: War Mach hachine E summoning 
la as soon c ве й inc y Spirit Bombs i in is 


SPIRIT ВОС 


HIGH ROAD _ 


The second way to take-out thé War 
->--Масһіпе is to immediately run to ће 
Spirit Well in the cliff walkand jump in 
` before you get annihilated. This takes _ 
you to the cliffs ledge above. Then you NE, 
“an follow it around, taking down аге i 
Mortars as Sii go. Jump onto the 
Harpoon Turret and blast away at the War Machine, Nick, and any- Е 
Я ig else that moves below. Once > the War Machine j is eS, the. > 
portal opens. - 


р uidi) 


“xd 
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SECRET #2 


MISSIONS 


NYON VILLAGE 


< 
a 


p 


MISSIONS 


the platform: ahead. Now blast Butch. - 
and collect the Green Chanter 


LEVEL 5 


CANYON 
VILLAGE 


Te ig a ec by ich cd Bd vie RE 
resources and carrying them off in a Commando Supply Shuttle. The 7% 
objective is simple: stop them cold, and сву Не Shuttle. 


DESTROY THE’ COMMANDO “SUPPLY 
SHUFT LES 


а 


NIBBLE 


BUTCH, BIPOD 


XBABBXAX 


GET THE GREEN 
DOOR KEY. 


After faking the first Ich, you 1 see athe Т 
Green Chanter's altar. Veer to the: 


right; and drop through the hole in 


Idol he's carrying. Use the astral fire to go back up a level, па heê 
“touch es a to: gri Het Green "er, Use = on: һе re 


Se 


жые 


CANYON VILLAGE 


GET THE RED DOOR KEY 


Turn right once you're inside ^.^ — pan 

~. the door, and walk up the | 
sloping ramp. There's ‘nether 

° Butch Commando waiting for... 
you, so fake him out and get FE 
„Ме Red Chanter Idol from 
him. Go back through the 
орет green door and turn 
ЖӨНІ After elimiñating Butch,- 
open the green door ahead. 


Follow the ramp around and | fiom 
up to the Red: Chanter's аћаё ^ : 
-Use the Chanter Idol to: surfimon i the chanter a and = the Red key. a... 
= GO BACK DOWN THE RAMP AND OPEN THE FIRST RED DOOR YOU SEE т 
(IT'S ТО THE LEFT). THIS IS ACTUALLY А SECRET AREA, BUT THERE ARE E 
TWO BIPODS AND BUTCH INSIDE. FINISH THEM OFF TO CLAIM AN EARTH c um 
SHAKER AMONG OTHER GOODIES. 
Se ры 


MISSIONS 


Y 
і 


SS M, 


THE YELLOW и 
DOOR KEY. 


CHAPTER 4 


Turn left as you leave the”... 
Secret Area and follow the 
ramp up to the next level. At 
this point; you should see 


another red door. After ореп-. 
ing if, turn left and go past the Yellow Chantada ‘altar~Leap- опіб Не», S 
Stationary Turret ahead and take out the Starfighters that converge ón- 
you, as well as the Bipod and Butch Commando that holds the Yellow ^ 
Chanter Idol: Use the stone to getihe Yellow- door key: 


= um 
B m eem 
سس‎ -. 


GO PAST THE CHANTER AND ENTER THE YELLOW DOOR TO HIS RIGHT. А5 
YOU WALK DOWN THE RAMP, LOOK 

TO THE LEFT TO SPOT A SECRET AREA 

WITH SOME AMMO INSIDE. AFTER 

COLLECTING THE AMMO, RETURN TO 

THE YELLOW CHANTER AND ENTER 

THE DOOR STRAIGHT AHEAD OF HIM. 


AFTER TAKING OUT THE SHUTTLE, YOU'LL 
SEE A HIDDEN LEDGE BEYOND WHERE 
THE PORTAL APPEARS. DROP DOWN TO 
IT AND GRAB THE GOODIES. 


CANYON VILLAGE 


Bees > 


SUPPLY SHUTTLE SHOWDOW 


There are twó Buch 
Commandos waiting for you 
at the top of the ramp. But 
.stäy alert—there are two 

more ahead, once you finish 
off the first set. The Supply 
Shuttle is guarded: by two tur- 
rets, so destroy them and 

` then blow up the Supply „= 
| Shuttle to open the portal. 


—9— pr же gm 


| А$ YOU FACE OUT FROM THE TUNNEL THAT LEADS ТО THE SHUTTLE PLAT- 
| FORM, LOOK TO THE LEFT. WHEN POSITIONED CORRECTLY, YOU'LL SEE SOME 
| CLIFFS THAT YOU CAN CLIMB. CONTINUE TO PULL YOURSELF UP UNTIL YOU 
-| REACH A SECRET AREA WITH A ONE-UP. JUMP BACK DOWN AND ENTER 
| THE PORTAL TO LEAVE THE AREA. 


AREAS BY CLIMBING OR JLIMPING. 


TAKE OUT ALL THE COMMANDOS AND 


THEIR TELEPADS FIRST—IT WILL MAKE 


ARCHER'S LIFE MLICH EASIER. 


E NN 7 1 - Р. чу } 


“ 
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ІП 
i 
2 


CREEPY CAVERNS 


AS 


2 
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MISSIONS . _ 


LEVEL 6 : 


p iam E 
The Commando: are entrenched heavily-in the coverris—Areher, must 
© déstroy the жы. Machine to reclaim what belongs to Gorgon.” “> 
K DESTROY-THE COMMANDO MINING 
ў МАСНІМЕ 
А 
ONITES: 3 SLAMFIST 
CHIP, SENTRIES, TURRETS 
с ү 7 ШШАШШШАХ 
FROM YOUR STARTING POSITION, WALK BETWEEN THE 
ud TWO TORCHES, AND THEN LOOK UP AND TO 
SE THE RIGHT AFTER PASSING THEM. YOU SHOULD 
Е ВЕ ABLE TO SEE А LEDGE ABOVE. PULL UP TO IT 
ut К 


TO FIND A SECRET АРҒА WITH A GORGONITE 
BEACON AND TWO ORBS. LOOK DOWN 
AND BLAST THE TURRET FIRING АТ АРСНЕВ. 


58 =m 


н 


“red forcefield. Use an Earth ez 


- near he green foregfield. 


. СРЕЕРУ CAVERNS 


Run up to the ledge the turret PET 
occupied, and then continue upward for 
- your first encounter with &hip.. Unleash 

` Slamfist and use him to help you drop _ 
Chip. Grab thé Green key card 
et drops to open the grégñ forcefield. 


REDE FORCEFIELD KEY 


_ Turn left as you enter the area behind? the green forcefield. Be advised, 


` however, that another Chi їр, iuo reis, and a Sentry are guarding һе. 


Shaker to blast them all into 
dust, and then getChips - 
E key card to deacti- | 
“vate the forcefield. = 


A, 


E pickini ng Up the | cdm : 
“ammo, refurn lo the area 


HELPFUL HINT 


ARE YOU RUNNING 


LOW ON AMMO? IF 


SO, DON'T FORGET 


TO PICK UP THE 
SPIRIT BOMBS TO 


YOUR RIGHT. 


MISSIONS ._ 


ec 
== ТАКЕ THE OTHER PASSAGE. LOOK ТО THE RIGHT AND 
МЕ ы ns 
= CLIMB UP TO REACH A SECRET AREA WITH SOME ; 
= HEALTH AND A GORGONITE BEACON. 


NOW CLIMB UP AGAIN TO REACH А LONG 
WALKWAY. FOLLOW IT TO REACH A REBOUND, 
STAR BOLT, A RESTART FLAG, AND A BIG 
BLAST. MAKE THE JUMP AHEAD AS WELL TO 

REACH А ONE-UP. AFTER COLLECTING ALL OF 
THE GOODIES, RETURN TO THE RED FORCEFIELD. 


BEHIND THE RED FORCEFIELD, YOU'LL COME TO A 
LEDGE TO YOUR LEFT. CLIMB UP IT AND USE AN 

EARTH SHAKER TO GET RID OF CHIP AND THE TWO 
SENTRIES. HOWEVER, BEFORE YOU CROSS THE 
BRIDGE, MAKE THE LEAP TO THE SMALL CAVE BEHIND 
= THE WATERFALL. INSIDE THIS SECRET AREA IS 
ANOTHER ONE-UP. 


WITH ALL THE GOODIES IN YOUR POSSESSION, JUMP 
BACK ACROSS—BUT DON’T MISS THE JUMP, OR 
ARCHER IS HISTORY! 


БЕР THE. 
YELLOW — 
.FBRCEFIELD: KEY 


Eus Соз Не dee and fake down de 
e uo Sentry and-turrets on: the ‘small diff to. 
ДЕС your ri r right. Then jump across to ade 
- |^ = ا‎ Ben > As | 


CREEPY CAVERNS 


ND THE 
YELLOW FORCEFIELD AND SNAG 
THE RESTART FLAG. ALSO, MAKE 
SURE YOU HAVE AT LEAST THREE 
ORBS BEFORE ENTERING THE 


NEXT AREA. 


TAKE OUT THE 
OMMANDOS 


hen Basen 
Machine is dead ahead: Unleash , 
Slamfist as а diversion, dnd use - 
him-to take out the. Commandos. 
below. Now jump down опа wipe 


‚out the-telepads for some- pes 
“and quiet E 


^ ` > 
A . 2 Y 3 A 


BLOW uP THE MINING MACHINE = se p Br 
; To take out he machine, and then = 
- toss some Orbs into the cracks 5 
сыз surrounding. the- machine: After : > 


.. doing this i in all three cracks, ems : 
. machine will be nn and the 


MISSIONS 


LEVEL 7 


SPACESHIP 


AA 


-Jhe Commando space ship Devestator has one mission—to к 
Gorgon! With Nibble's help, Archer must disable it, and neutralize: is y 
bio-weapon cargo. 


DISABLE. THÉ COMMANDO SHIP AND 
DESE EPS... CARGO. ; 4 2 


NIBBLE 


KIP AND SENTRY 
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- SPACESHIP 


— 


KIP MUST DIE! 


ll As you. enter this area, run fórward 
А and hug the low wall-ahead to avoid 
З Kip’s fire from. the Stationary Turret. 
‘Now stop and look behind you; high 
«above, you should see a gun turret. 
Take it out, and then use the 
Tf Transport Tube in the floor to reach 
— the upper level. This gives you access 
Jovan Earth Shaker. Jump to the opposite ledge and find »- Use. 


> the newly found Earth Зека to rinde him out. 2 : Е >. 


y Wild 


DESTROY KIP 2 


"Follow the walkway Und do елей; 2,2 ж. £ 
in the alcove to your right. After collecting the nearby Health, Br Em 
Che о around. > ею о 


MISSIONS 


- Use the Transport Tube to 
reach the next ledge above, ~. 


апд: then repeat the “Kip. | 
cleansing” process in the | nex 


CHAPTER. 


aX 
ж” 


alcove. ~ 


AA x i ps = Қасарма: ЖУ 
a a 
{ li^. 
^ се ж 


я 


Arm 5, 
= 
REY X х A ed í Т 
SM et RTL EASY! YOU'LL NEED ҒА 
LO EEN Е EEE TO TAKE OUT THE BEE NER 


he cec. T SER eae ENEMY FIRE FROM 
RR aa, Ra eS THE TURRET IF YOU 
WANT TO ESCAPE 


ALIVE. За 


nn nt 


ACCESS - THE. UPPER LEVEL Бс gen 


m Jump. across to de nextlédge 
`` ‘and use the Transport Tube to^ 

а confront Kip. IF you-can get 

Es his back fo the edges the tur: 


x . 
КЕ u 
می‎ — 


- SPACESHIP 


ہے 


UNLEASH NIBBLE! 


Unleash Nibble into the агеа БЕ та 
the ledge. Then once ће Kip. 
Commandos are history;-open у 
-fire on the turrets on either > 4 


OOKING FOR THE GREEN FORCEFIELD KEY? 
IT SEEMS LIKE ONE OF THE KIP COMMANDOS 
HAS IT. TAKE OUT THE COMMANDO ON THE 


LEDGE, AND HE WILL COUGH UP THE KEY. 


THE TWO LEDGES THAT THE TURRETS WERE ON ARE SECRET AREAS. 
| COLLECT THE Bic BLASTS, 

ORBS, AND REBOUNDS WAIT- 
ING FOR YOU, AND THEN JUMP 

| BACK ACROSS (WATCH YOUR 

| | STEP THOUGH; IT’S A LONG WAY 
| | DOWNI), AND CROSS TO ENTER 
THE CENTER GREEN FORCEFIELD. 


CLEAR OUT THE. 
SHUTTLE ВАУ | 


MISSIONS 


E 


y 


CHAPTER. 


= lar with the star on it: These 
| “pillars” are called Solid Fuel ^ 
| Tanks and deii bet de 


: 3 ables he Se 


RE; 


> — ы TF ГЕ. SHUTTLES 


Now PRIZES бот full of destroyed telepads, blow np 
~ all the shuttles-i in the hangar bays. er, u 


FOUR IN ALL. YOU CAN 
USE THE YELLOW KEY TO 
GO THROUGH THE YEL- 
LOW FORCEFIELD, WHICH 


GIVES YOU ACCESS TO 


ACCESS. Tie i nn : и THE UPPER LEDGES AND 
YELLOW FORGEFIELD З TWO SHUTTLES. 


ER re "I 
ar, A 


era are two yellow Бове you want the one above the red force 


field:-To getto it, return to the ledge overlooking the drop, and head. for г 
the yellow.forcefields on either side of your current position Behind. фе - 
one to the left is а. Кр Commando. Take i out, а г 5 Jherrelost the Ns Se 


[d 


DISABLE THE SHIP 


Cross the ledge to the other yellow forcefield. Take out the- {итге behind 
~it, and jump across to get the Talisman once the turret is history. 


эсе + | 
Climb back up and enter-the now open portal to leave the wrecked 


а „м. Е — 


JE a 


FU 


fttt 


ia 


MISSIONS 


MISSIONS 


LEVEL 8 


HALL OF 
PATRIOTS 


The Commandos are about to-unleash a new secret weápon' On ы 


“Gorgon, Quickly penetrate their stronghold and smash itl - 77%. 


DESTROY THE COMMANDO SECRET 
WEAPON: 


dé. 


BUTCH, MORTAR 


АШАШШААХ 


TAKE CO NTROL 


Get moving. as socas you enter this. 
“area, because theré’sa: swarm of. | 
тес Commandos here, as well as er 
| Commando telepads. Now quickly 
|. find the ‘Walking War Machine 
аа: jump-in. Finish off the crowd, as. 


5 well as "mes  generdtors- 


‚ HALL. ОЕ PATRIOTS 


TEST DRIVE 


Is time to take this beast out fof а 
~- Spin. Burst through the destructible 
doors (the ones with the skull on 
° them), and tear into the Commandos 
in the next rööm with your new toy” 
-Blast the Stationary Turret; „anc-then 
continue to shoot 


he réstof he" 
.Geriiniandos 
EM OFF. YOU CAN USE “LOOK MODE” TO ZERO 
IN ON YOUR TARGETS AS WELL. THE WAR б 
MACHINE’S SPECIAL WEAPON IS А ROCKET 
ATTACK. 
GET THE-GREÉN 
—FORCEFIELD KEY — б 
This room is full of Commándo 
telepads, so dismounf on the ledges 
-to destroy them. With the generators г; 


no longer a threat, climb the-center | 
‘catwalk and take out Butch toget 
"Senker 


ae 
ut Pax 


‘BET THE RED 
O EOE KEY. 


iorcefield and d hut left. E ит = ES = a 
What yournéed is is the Red f force- er = 
'is holdi ас nn n the nex ч hallway. Se he z: u 


MISSIONS 


anneal = LAE — > 
SELREIS Tl, 2 


FOLLOW THE CATWALK TO THE RIGHT, AND MAKE TWO JUMPS TO THE 
CATWALK POSITIONED HIGH OVER THE LAST ROOM YOU WERE IN. WALK 
TO BOTH ENDS TO COLLECT A ONE-UP AND A GORGONITE 
BEACON. 


CHAPTER 4) 


HOT SEAT 


Jump across to the red forcefield - 
and jump into the room below. 
There's danger-lurking, however; so 
„head quickly to the right to avoid. 
“Buichs Stationary Turret, Capture 
the Walking War Machine | by ` 
using-an Earth Shaker, and then use 
the War ‘Machine t to.knock Butch out f 
of the stationary Turret: 3 


GE ET JHE 
YELLOW 
ro RCEFI ELD KEY 


Р Blow open the destructible 
door, and open fire on the - 
Commando telepad inside Ме. 
ec 7 i 7 пех! room. Now take Осор _ 
eee m 5 = Se ; 20р; fromthe Walking ` War 
um = 52 “you carr jump fo ete ledge ala: Eliminate Butch. to. receive a 
- Yellow: Ee eer: ond ab ihe ee. =: 


‚ HALL-OF PATRIOTS 


| BEFORE CONTINUING, RETURN TO THE 

| SMALL, FORCEFIELD-ENCLOSED ROOM 

| BELOW THE LAST STATIONARY TURRET. 

| BLAST YOUR WAY INSIDE, AND COLLECT 
THE HEALTH, EARTH SHAKER, 
TALISMAN, AND BIG BLAST INSIDE. 

| CLIMB BACK UP AND ENTER THE FORCE- 

FIELD ON THE UPPER LEVEL. 


t 


_ DESTROY THE SECRET WEAPON = 


The Weapon of Mass Destr ructiomis. inside this chamber. Take 7% - 
care of the other Commandos inside; “including atthe telepads.. You can: ‚Р i 


eur avoid the green beams of death by | jumping over them < as 1s they 


mn 


eger 


The => way to и the di sh 

-is to fire when it is aimed at you. 

- However, this is notéasy to do | 
when you "have to jump to avoid the - 
death ray. Bring your Big Blast | 
“into action for-this fight, because the — 
-dish will reflect, the shot into the: _ 

 Power-Source c above it. Do this 

фа few times, and the weapon - 
vit | uam 


u 
2 
o 
u 
at 
= 


RAVEYARD OF WAR 


MISSIONS 


GRAVEYARD 
OF WAR 


Archer must tbe ad in y this areá. The Commando Wor Backing’ are. 
^on the prowl, and Archer needs to destroy their fuel reserves añd =, 72 
Shuttlecraft to keep them from being used against Gorgon. 


| o БА DESTROY COMMANDO FUEL... 
x _ OBJECTIVE: RESERVES AND BHUTTLECRAFT. 
4 GORGONITES: | jus ius 
= |»  . ENEMIES: NICK, MORTAR 
| SECRETS: 
Kem 
Nr XOANBBXXH 


FIREFIGHT- > eec 


er “From. Neches Siding a scour rhe i 
агеа Юг Commandos, turrets, and. 

2 felepads. The-turrets are stationed on 

ее. the ledge abóve, so you can take out © 

сз = 6 356 ~ the Commandes fist a as well as the 

< Se followed by thet turrets. 


\ ме > 
78 E = = A 
И 


GRAVEYARD OF WAR 


GET THE GREEN 
KEY 


~. The blue Nick Commmando 
holds the Green forcefield | 
“key. Once he's history, pick — 
= the key arid climb the plat-. 
form to reach the forcefield' 


and turn it off. 
ER, MEOS 


Te N 


“WATCH YOUR STEP! e 


Blast the turret behind the forcefield, and Бён ы make your way - 
cu ‘the E Woche by jumping to each one. | 
Qm 


Take: out the turret on the landing ak Бомо und- es з ee - T 
then j jump op to reach the a ser 


aie d 


WATCH OUT AS YOU'RE JUMPING FROM 
THE PLATFORMS. IF YOU HAPPEN TO SLIP 
UP, YOU’LL HELPLESSLY DROP INTO THE 


CHURNING LAVA BELOW. 


MISSIONS 


SGET THE REWARDS 


n. ADS = 


Grab the Restart Flag and Health 

оп the-landing; and then step сЗа 

through- the doorway. Another turret 

will start blasting at you from your ^ 
“right; t take jour m | 


ج 


ج 


BELOW. FOLLOW THIS LEDGE TO | | 
ACCESS THE FIRST SECRET AREA. / = 
Pick UP THE TALISMAN AND СИМВ 4 = B 
BACK UP THE PLATFORMS TO THE 

WALKWAY AGAIN. 


| Nick Nilo; is е а > 
| Stationary: Turret dead ahead. 
You can use the two “half 
“walls” for cover, and then... 
1 when he stops firing, step- our 
“and let him have it. With. Nick 
E out of the w way, jump onto the — : 


oun E me 


GRAVEYARD OF WAR 


STA RT SHO OOTIN Gr HER IN 


You re about to = Гетеа ий 
several Starfighters,.as well as 
another Nick Commando, and two 
turrets.-Fifst, take down the turrets 
behind you, and then blast Nick on 
the platform next to you. He will 
cough up the Red forcefield key. 


¿ps 


“GET THE - 
RED KEY 


After blasting the: Starfighter. 
-into dust, dismount from thé 
онога Turret. Grab ће 
Red forcefield key and 
“make the jump across the - - 
> дар to the platform the-turrets 


"were оп pre reviously. Don't for» | 
_ gat fo ся E ће Besten Ze ыы = 


TO THE RIGHT AS YOU FACE THE STATIONARY TURRET, YOU CAN SEE A 
SMALL LEDGE WITH A ONE-UP. MAKE A SIMPLE JUMP TO REACH THIS 
SECRET AREA. THERE IS ALSO ANOTH- 

ER SECRET AREA ON THE OTHER END. 

REPEAT THE CLIMB AND JUMPS TO 

REACH IT AS WELL. 


AFTER COLLECTING ALL THE FREE STUFF, 
RETURN TO THE PLATFORMS BEHIND THE 
DE-ACTIVATED GREEN FORCEFIELD. 


MISSIONS 


LR 


- Enter he ors behind the 
` forcefield and open fire on 


the Mortars in the walkway. " 


There are also some turrets 


CHAPTER 4 


along and above-the walk- _ 
way—use Big Blasts, if you 
have them, to clear your path. 


LOOK OUT BELOW! Be wi 


As. ‚you Follow the path it will Базы: 
Же top ofa wall. Look to the left and < 


Ê you'll see several Generators, Mortars, 
` and Nick Commandos below. From: 
the relative safety of the-path, destroy”. 

all the Generators to deactivate the. - 
BlostDoors. Then, when ifs a | bit less- - 


crowded, drop down and | 2 a 


“ур”. 
ММ 


u off ony мре > >. 22 


— 


Machine, adi ext Mid de ae 
"Doors. Immediately start ‘shooting, e 


2 because Nick i is on his own Walking: | 
War Machine; plus h he! 5 ‚болед ay 


A‏ ج 


ашы в 


5 RN OF WAR 


= 5 
E o 


OPEN THE SUPPLY AREA DC 


reach the Blast Door ón the ° 
bank (its across from the 

ЕО aréen forcefield). Use the 
Walking War Machine to 
open the door. 


К ORSTROY. THE = >> . & 
"SHUTTLECRAFT AND. LEAVE A 


T Oblierdte the Mortars located jest i Inside Pedog, on and wi wipe out Nick = "x 
and his Walker as they aaraa i To open the. poral ‘blast all” the 
= Shuttlecraft. Step inside the portal to leave the ai E 4 a 


MISSIONS 


MISSIONS 


NUCLEAR 
MINE 


It looks like the Commandos are getting desperate. They Te mining Tor cc 


E 


atomics, and Archer must stop them before they are successful. =, 


SLAMFIST 


ы SHE КІР, SENTRY 


HOANBHERBXHN 


: GET GOING! 


From your елу point in ae the mine, 
run down the ramp. Blast ће Kip - 
ee Commando on the ledge- above: lo. 
о Le - peta quick énd. to his attack. After 
ер — déstroying the turret above. and 
E behind” Кір: 5 o th the- 


=; Оң: а the: end of = funnel. = 


== ng a = ER re و‎ ES А 


NUCLEAR MINE 


CLEAR THE PERIMETER 


Backtrack and climb the small. lédges 
~to reach the-platform. Кір was on. 
Follow it to the end, and-take out the 
~ turret and ће first Generator inside - 
the small cavérn. Now return to фе” 
` Bridge and cross to ће centrat struc- 
мге. Turn to the left and pick up the 
-Gorgonite Beacon, then return. - | 
‚along. the | ledge: Follow the funnel; blast ће Commandos and turrets: in с. 
- your mo and get the- Restart Ss: before heading into lo the mineral ve n | 


GÉTIHE GREEN. —^ = 
FORGEFIEL D/KEY : р. 


There аге er OFFS i in д Jo 
above the floor of the. shaft, as well 2 
аға Generator tucked ‹ away in the al 

o == ы s СШ _ corner. ‘However, Nick Holds the а 
"Green forcefield key. E Blast him to рет lo get the key, and then = 965 
- lay waste o on nne turrets sand Generator. > Е = р 


— tne ж.” 


u — —. = 
24 — s is — 1 
OO JC CORC I 


THEM, JUMP INTO THE ALCOVE AT 
THE TOP. DESTROY THE TURRET 
INSIDE TO FIND A SECRET АВЕА 
WITH A ONE-UP INSIDE. 


MISSIONS | Dem 


"THE 


un 


“GREEN ЕШ RCEFIELD. 


- With the Rebsupd in your в climb the: 
crates and deactivate the green forcefield. -_— 


ALCOVE THAT HAS 
ONE FOR THE TAK- 
ING. TO REACH IT, 
JUMP FROM THE 
CENTRAL STACK OF 


CRATES. 


THEN TAKE OUT THE КР 
COMMANDO, BUT STOP BEFORE 
YOU JUMP DOWN THE HOLE AT THE 
END OF THE TUNNEL. LOOK TO THE 
RIGHT TO SEE AN OPENING. INSIDE 
THIS SECRET AREA IS A TALISMAN. 


NUCLEAR MINE 


TO THE FIRST GIRDER PAST THE 
FORCEFIELD, AND THEN JUMP TO THE 
SECOND ONE. FROM THIS POSITION, 
YOU SHOULD SEE A LEDGE ACROSS 
FROM THIS GIRDER. JUMP ACROSS IT 
TO UNCOVER AN ASSORTMENT OF 
GOODIES, INCLUDING AN EARTH 
SHAKER, HEALTH, A ONE-UP, А 


“БЕТ THE RED: KEYCARD — E comes 


M» 


_There's а cavern at the lef ead of this ledge. Eliminate le Kip to ден Не. Red - 


` forcefield key he was-holding. Blast the Generator inside the cavern, 
„and then walk back a the ee to enter the tunnel atthe olher-efid 


MISSIONS 


== A 


; EACTOR CHAMBER 


] Follow: the tunnel to the red forcefield, 
and enter it to get the Restart Flag оп, 
the other side” As you approach this. 
area, the massive steel doors will - 
open, which signals that you're about 
to discover why you received. so... 


Ma 


much stuff in the last Secret Area: If 
the doors don't open; Ani is Seti 


йы, ac 


Cre that y you forgot to get one of the Generators - ^ ос re. 


{$ 


TAKE CARE HETHE —— : : 
| JBUARDIANS J> MES — 
2% The Nuclear берет JET Fash however 


there. are. also two turrefs and a Commando 
telepad'on the edges surrounding it. 


Your fist priórity is to. take out the turret to- the COVER FROM THE 


left, as well.as the Commando telepad and REACTOR, STAND 
6 BEHIND ONE OF 
any Kip Commandos. ies = |I ы щш 


STICKING OUT ағ 


Мом go to the other oa ofthe p and Mike ar 

= out that turret as well, being careful to stay EM о к care or 
behind a a = BUSINESS. 

as you: do. гаран 7 BB 


NUCLEAR MINE 


ж Er an 
The reactor TOS final tar- 
get. When it's ‘about to fire at 
Archer; you'll see its twin 
laser beams glow red just 
before it fires. Using the pil- 
lars for cover, sidestep just 
after it fires and blast either 
the top or bottom sections 
(the ones glowing blue). Hitit 
enough times, and the 


=" Reactor will disintegrate. 


ENTER THE PORTAL en Жасы 

FELL, ET en ИН CS 
The portal is located near your starting Fk Return to it pe enter the ^ 
ас. to leave the mine. Гог а cool shortcut back tothe portal jump 


nto the hole created by: the Reactor after: blowing it Up> P 


е 


MISSIONS 


MISSIONS 


LAUNCH 
CENTER 


The Commando space fleet is preparing for a massive sfrike Ws opto 
“Archer to stop the attack by destroying the Nav computer in the. a 
command center. x 


S = 
À ~ : pe DESTROY THE. NAV COMPUTER. IN 
E JECTIVE: THE CEMMAND CENTER. 
< CHIP, BIPOD, STARFIGHTERS 
4 
` ФФАННИӨХШ | r 


ENTRY 


- 
ee Sa 


Fon your. an y panel e de. 
C ч _Gorgonite Beacon to the 5172 
255 and fake out the first Biped and: e 
косе e esmerada a 


r е: 5 2 x e 
i o" ~ £e 
SE: SEE BR rn 
E > ke 4 талыс E = ” 
АЕ: RT RE = 
ES yA - 2 D- e гей 
94 & AS = х 
= > a Е : 
s = à = 3; 
ne = u 4 
LM E LR e. иы 


LAUNCH CENTER 


CAPTURE THE TURRET 


Chip Hazard is manning a Stationary | 
-_Титеню the-left, so use the side wall 
to avoid getting hit. To put Chip. out af ( 
"commission, slide-out and let him — 
have it with &Big Blast. iake oat? 
„the turret, and use it to wipe-out the 
-other Bipods that attack. Make sure: 
you knock othe м two e 
дефа as- ele > 


a Т 


THERE'S ALSO A GENERATOR AROUND THE CORNER, SO BLAST т, АМО 
THEN WALK ТО THE WALL TO THE 

LEFT OF ITS LOCATION. CLIMB UP 
AND THEN DROP OVER THE EDGE TO 
LAND IN A SECRET ÁREA WITH A 
One-UP. CLIMB BACK OVER THE 
WALL, AND WALK UP THE CENTER 
CORRIDOR, CLIMBING UP TO REACH 
THE NEXT LEVEL. 


= chip: ad his cec are 
x straight ahead so tak 
out to-get the Gi en force- 


> fi ed key Next о the 


MISSIONS 


4 


| GET THE RED 
“FORCEFIELD KEY 


Enter the area:behind the green ~ 
forcefield-ard dodge the two Chip 
Commandos. One of them is a black 
~one, so take the firsForie out тшу 
to gaimihe Red forcefield key; - 
and run away with the key if you 
- can't pot the other one down: چ‎ 


tm 43 


DEAD END! 


CHAPTER 


22% 


There’. а Generator at tthe ед of the 
“Bdssageway, 56 ‘blast it and: pick. Up 
‘the Gorgonite Beacon. Quickly ` 


"summon Punch It, because two more 


Chip Commandos are heading y your. 
A) way. Let Punch It fight this battle. 
: alone, ‚and then return to the walk- 


way y Outside the green № forcefield, 


Жазы. 


BEHIND THE RED 
 FORCGEFIELD. _ 22 


-Enter the Red Же: eld e = the 
` Restart Flag: just past it. Destroy the 
“Generator and use the wall to block 
: “the Blass | from de е Turret. 


инини 


LAUNCH CENTER 


There are two Chip Commandos you must take oU, To do so, jump 
between Stationary Turret blasts-and fire a burst at then "Concentrate 
your initial attack on the Chip Commando behind the turret, and then 
"take care of the other опе. | It’s the other one that drops the Yellow 
- forcefield key when he dies: Grab the key-and make a run for the 
turret to-defend dgainst the next wave of Commandos. 


| WHEN THE COAST IS CLEAR, WALK 
BACK TOWARD THE RED FORCEFIELD. 
BEFORE YOU REACH IT, LOOK TO YOUR 
LEFT TO SEE A NARROW LEDGE LEAD- 
ING TO AN ALCOVE. JUMP AND GRAB 
THE LEDGE, AND THEN STRAFE TO THE 
LEFT OVER TO THE ALCOVE TO FIND THE 
SECRET AREA. 


FROM SECRET #2, JUMP ONTO THE 

LEDGE AND KEEP GOING. THIS TAKES 

YOU TO THE LAST LEDGE, WHERE YOU 

CAN DROP DOWN ONTO ONE OF THE 

GIRDERS BELOW. 

JUMP FROM GIRDER TO GIRDER UNTIL 

YOU REACH THE END OF THE TUBE STRUCTURE. THIS IS ANOTHER 

SECRET AREA, WHERE YOU CAN PICK UP SOME HEALTH, AN 

EARTH SHAKER, A TALISMAN, A 

STAR Вот, A BIG BLAST, AN 

ORB, AND A SPIRIT BOMB. 
Have To FACE Sena 222. 
SO DON'T HOP IN UNLESS YOU'RE PRE- 


PARED FOR A TOUGH FIGHT. 97 


MISSIONS 


еее 


КЕ! NTER THE/AREA | 
es THE YELLOW, FORCEFIELD 
e E Drop into ihe. tube and: return to the. 
| 55 green foreefield area. Cross the. | 
“room and deactivate the Yellow 5 222 
Жср Now maké Your way’ 
thraugh-the storage area, and climb. 
the crates to walk along them. 
E И R 
= DOWN. YOU SHOULD BE ABLE TO Se 
22 SEE А POWER-UP ABOVE SOME 
is CRATES. YES, ANOTHER SECRET 
AREA—JUMP DOWN TO GET IT, 
= AND THEN СИМВ BACK UP AGAIN. 
— + аррнадӛн | 
= THE МАУ CONTROL. : 


Leo m ENTER ~ = 


= 2 


| > Ener the m room. папа toke: out 
the Generator. Climb: up and: 


E 


E low the ‚path across a bridge. А А Aer I 


© сома Pe bridge jump o e 
пех ao ne the 
massive metal doors to open them 


CAPTURE > 
THE STATIO NARY | 
394 RRET 


da the control room; take out the 
"Chip Commando i in front of you;-as~ 
well as the Ойё on the Stationary" 
«Turret to the right. To destreythem 
both, run ‘and jump onto the | 
geo Torfet. This works because Chip can't hurt y you, plus you can 


ee him ш. he-dies. Eos SEN 2 = BEER 


: DESTROY THE -. P 
МАУ СОМРОТЕВ =~ 


After you gain control of фе Stationary : 
Turret, start blasting the Nav 

-T Computer lt should only take a few 
06 to each | section to per. to, 


N T T 


. ~ Acwave of es Wil. Lou peg 

-engage : Archer from: "outside - = | 
‘the Navcenter. You. must take = 
them: down: to open the: portal | 
behind: you. “Enter: ‘the-portal : 
to. leave the Launch Center. > 


MISSIONS 


ULHADEN 
FIER 


Archer Hd dropped or onto the ne Sr wre mission 
“and he needs to. shoot his way through the massive déstructible оњ 
that lead to the heart of the Commando realm! | 


| O 1 BLOW.UP ALL THE GENERATORS TO . 
2 OBJECTIVE: OPEN Perg Е BLAST DOORS. : 
GORGONITES: SCRATCH-IT 
№ _ - ` ENEMIES: NICK, MORTAR 
В. 
S. АФАШШАХШЫ 
| START V 
WITH A BANG 
E This isa Feds mission, a the mes | 


Е here is fast and furious. From your. 
penc = : starting point, grab the ammo and | 
- load up ап Earth Shaker. ‘Step to- 
- the right and use tio-un-seat-Nick- 
| = Jhe Walker below. z A 
A 202 


Pg 2 = een PEA ی کے‎ СА 


_ULHADEN FIER 


% 


b 1218199) 


Quickly jump onto фе пом deserted 

| Walker and turn around to blast the | 

[| other Nick Commando from the 
[Stationary Turret. Turn around and fire at 
|| the destructible doors to destroy them. 


epa ce 
BOTIC | DUEL | 


À CU. Nick menda is cod 
“сопа Walker just | behind the doors; 
keep firing to wipe: Біт-ой. if eS, 
-Walker- blocks your way, 4 st 


` mount and switch Walkers | to әріне = s : aS 

_ down the corridor. ; » E 

5 “сыған T THE AREA. > ©: т, 
Эг! shoot ting jas} as you near hé ne | = 


и torwipe out th& Commandos | = 
= and Mortars ei you. т 


HELPFUL HINT 


IF YOU'RE RUN- 
NING LOW ON 

GOODIES, DON’T 
FORGET TO GET 


THE RESTART 


FLAG, HEALTH, 


AND REBOUND 
FROM THE AREA 


WITH GIRDERS. 


MISSIONS 


= Мајк to АБР platform, and FF 
use Big B or Star Boltsto FE 


-knock Nick off the turret. Then jump 
into the area neär:the Harpoon Torret 


GET THE GREEN ( 
FORCEFIELD KEY “=f 


The blue-vested Nick Commando 
holds the Green forcefield 
__key—obliterate him to get it. 
` After doing so, climb up and 
deactivate the c green forcefíeld. 


CATCH A BREATHER 


тм 


| ПТТ 


Re down the buc. Jutiely; and then 
gétthe- Restart Flag behind them. 

There àre more-Commaridos waiting, | 
50 proceed wi pu Е 


para 


| GET THE. ЕР. о 
FORCEFIELD KEY 


= Another blue: vested Nick Commando 22 

ds next, ae this с one е has heRed | 

С forcefield - E 
| key it : = 
from him — 


MAN THIS GUN, YOU’LL HAVE TO FIGHT 


SOME STARFIGHTERS; AVOID THE GIRDER, 


AND YOU CAN AVOID THEM ALTOGETHER. 


_ULHADEN FIER 


A 


GIRDER HOP TO БЕТ AHEAD) 


From the end of the hall. ¡ump-* 
^to the first girder, and. Hen 
walk to the left before jump: | 
` ing across to the next girder. —] 
Blast the Nick Commando 
Using the Stationary Turret; 
then jump to get the Star 
Bolt оп the small pM = 
snécres the wall." 


A 


à 7) 
гг” Ji ке | 777. 
SECRET #7 


GETTING THE RED FORCEFIELD KEY 
WAS UNNECESSARY—YOU'LL SEE 
WHY SHORTLY. JUMP BACK ACROSS 
TO THE GIRDER, AND THEN JUMP 
ACROSS TO THE SMALL ALCOVE WITH 
THE RESTART FLAG INSIDE. THIS 15 

ACTUALLY A SECRET AREA THAT 
CONNECTS TO THE AREA BEHIND THE 
RED FORCEFIELD. PICK UP THE TALISMAN BEFORE LEAVING. 


E Alter la Se А bas 
` Nick out of the Stationary y Turret, Tke 
this opportunity: to requisition ЕЕ Fo- 
-ret,and shoot the two Commando: са AL 
| telepads below; a, as Pr ЕС 


MISSIONS 


ер. > == = 
Y | STAKE OUT THE 
ес FIR: IST. ОЕ 
m -G Е NI ERATO RS «= 
= ae 
= Shoot the two ауыс 


doors, and then re-focus your 
aim at the left one because 
Nick and a Walker will be 
coming through shortly. 


= _Blast Shem ahd then enter es 3 k 
— l|. aréa behind the left doors- and wipe out the Generators, =a the EC 
qum ^. One- -Up before * going back outside. а A ER 


ем ~ 
‘ Ё 


ANA 


Se FINISH. OFF THE, GENERATORS E 


ee 2% | "Use the Walker to bl. to Blast Ке к ós in the courtyard, and then , 
^. entef the ared behind ‘the other set of дегиле doors and ale. out = 
the Generators inside. 


ЕТТІ 


ULHADEN FIER 


THE COURTYARD AND JUMP TO THE 
SLOPING STRUCTURE. COLLECT THE 


STAR Вот, ORB, Spirit BOMB, 
AND le 


EXIT TO - : 
GARRISON = 
PRIME | Tu 


"Drop to the ground ad 
_ enter the massive Blast 
Doors, which will: 
open as you approach: 
This will take you to. y 
= que Commando 
“stronghold; Garrison >, 


PATOS E 


MISSIONS 


MISSIONS . 


GARRISON 
PRIME 


. . This'is it! The Commando stronghold's defenses have been increased: == 
This is where Archer can put the-Commando forces out of commission, 
However, once they’ re wiped о out, Pe still one last task to perform... 


N ж. WIPE OUT ALL. COMMANDO: FORCES. 
Е OBJECTIVE: C er улык сш Ое 
GORGONITES: INSANIAC 
SS ENEMIES: BUTCH, SENTRY 
SECRETS: 
A. PASSWORD: | XAABBXEN . 2 


ELIMINATE BUTCH 


CX cp ur first oder of bostes i is to ae Butch out of the Stationary Turret, 
| місіі siraight: ahead: | Es best NOT fo: take him. on n heade on attack - 


Se from the flanks instead. - er 
110 = > = Ls 


GARRISON PRIME 


HEAD FOR THE | 
LOWER LEVEL 


^. Turn to the right from your 
Starting point and jump 
across to the platform. Drop’ 
down and explore the area а 
іне. Take out фе turret and“ 


| another hapless Butch. 
mend. б, dhd then drop 


m nk o grounddevel. | ren 


SER 4 


don Butch mee it хс; 
на best Walk to e left along 3 ж AY Bones, 
the lava trench; and blast the Butch - 


‘Commando. on the other side. roe Е E i 
across and gerthe green | force- - eu 
: ee une when = ей it des = 


ser THE RED FORGEFIELD KEY = — k 


> реа. you dropped = ru and de 
- tivate the green forcefield. ‚ Open! fire Ae Bute randahe- 


HELPFUL HINT 


THE LONE BUTCH 
COMMANDO IN THIS 
HALL HAS THE RED 
FORCEFIELD KEY. 


TAKE HIM OUT TO 


MISSIONS 


M 


Eran ТНЕ,АРЕА 


Walk eth of er end of the С” 
- and exit through the green forcefield. 
Be forewarned though, that you must _ 
use some heavy firepowér-to.take-out 
Butch and the turret across the 4 
lava trench. 


HELPFUL HINT 


BEFORE JUMPING AGROSS THE LAVA, | Fe at a: 
LOOK UP. YOU SHOULD SEE A TALISMAN 
AND A ONE-UP ON А LEDGE; HOWEVER, 


YOU’LL RETURN FOR THESE ITEMS LATER. 


ps "TAKE our B BUTCH om 
To Ба the | jump across “the lava trench, slowly make your way down. 

“to the edge, and then leap across. Archer will just make the | jump,- 
catching the edge and pulling up оп. the other side. Walk up the roris 
turn to the left, and open fire on the Stationary Turret with gitber 

-Star Bolts or Big Blasts E 

=. (both seek out their targets | 

` well). Butch will be no match ~ 
for this onslaught, and the. 

= Turret will be get. 


Ne 


GARRISON PRIME 


Tr icem А 
а =: 


DEACTIVATE THE . 
RED FORCEEIEED 


Use the Stationary ` Turret to clear the 
-walkways of Commandos and tur- 
©те. Witl a clear path in sight, jump 
down and deactivate the Red 


A E. 


“GET THE YELLOW FORCEFIELD KEY 


AA 


= 


Auer Fight immediately айй 
blast Butch and the turret. 

- Butch has the Yellow 
foréefield- key, so take 
down to get it. You can then | 
leave the area by getting the 
Restart Flag and: Sing һе 2 
platform just ahead. 


pb rt 
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AT THE TOP OF THIS SET OF PLATFORMS IS A GENERATOR, SO TAKE IT 
OUT, AND THEN CLIMB ONTO THE CRATE BEHIND IT. AFTER DOING SO, 
LOOK TO THE LEFT; FAR BELOW, YOU 
SHOULD SEE THE TALISMAN AND 
ONE-UP YOU SAW EARLIER. JUMP 
DOWN TO GET THEM. 


MISSIONS . 


ү = 
Я 
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JUMP ACROSS THE LAVA TRENCH AND ENTER THE AREA BETWEEN THE 
GREEN FORCEFIELDS. JUMP ONTO 
THE LEDGE AND DEACTIVATE THE 
| YELLOW FORCEFIELDS. AFTER YOU 
| PICK UP THE ONE-UP IN THIS 

| SECRET AREA, JUMP DOWN AND 
HEAD FOR THE AREA NEAR THE LAVA 
TRENCH. 


¿MAKE YOUR WAY 2 
"PAST. THE a 
ENTRIES ^ y 


ا 


Jump across the lava trench. 

- and climb to the upper level. | 
Deactivate the Yellow force- > 
feld and me moke the 


THERE ARE TWO SENTRY TELEPADS ON 
THESE PLATFORMS. YOU SHOULD FOCUS 


YOUR FIRE ON THEM FIRST, BEFORE FIN- 


ISHING OFF THE REMAINING SENTRIES. 


x = 


After crossing the chamber, сова he Star Bolts and” then. a Butch 
_ аз he-comes around:thé corner. Walk around ће corner-and enter the ` 
Blast Door for your final=sonfrontation with the leader of the 


== 


` Commimancos—Mech Сыр ze 


mete 70 m. 


HELPFUL HINT 


IF THE DOORS 
DON’T OPEN, 
YOU’LL NEED TO 
LOCATE THE 
MISSED 


GENERATORS. 


ГТ! 


MISSIONS 


MISSIONS . | 


INNER 
SANCTUM 


The final Garda pis Archer against the ultimate Coffimarde--— 
^Mech-Chip. Make good use ofall the hiding places on this level % 
Archer will need them allí. 


an = 
DESTROY MECH-CHIP. 
AA Ue NT 


> 2 ENEMIES: MECH-CHIP 


ШААШЫШЫН 


Yoü start the: level i ina long | passage. Prepare yourself, because Mech 


Chip is waiting: for your He even seems > eager, ee he starts 2 


— | taunting. you before Зар even see him 
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INNER SANCTUM 


IMMEDIATELY OPEN FIRE 
(YOU START THIS LEVEL WITH A 
FULL COMPLEMENT OF 

WEAPONS), AND MAKE YOUR 
WAY INTO MECH-CHIP'S 
CHAMBER. 


IMMEDIATELY DROP OFF THE 
WALKWAY AND WALK BENEATH 


THE PLATFORM HE'S STANDING ON TO FIND A SECRET AREA. THIS ONE . 2, 
CONTAINS AN EARTH SHAKER, А ONE-UP, AND А BIG BLAST. 2 
USE THE STATIONARY TU RRET—. Pa ж” x p 
Ir YOU: DARE 
= "Mech. -Chip unleashes s зоте E os 
зч ~ serious firepower, so there” = < 
No way Ascher can. batte: = Fe 
him "оө16- Чое.” То defeat 920 
c ы 


him, you must keep Moving, 

while snagging Re ı гедепег- 
| ating power-ups and ammo - 

as em ge ы 


“bed ea Бан he bdo onto your poste qidiy z Ш 
` Abou the only way.to- take: him out is to use. the - = a CHIPS FIREPOW- 
_ Stationary Turret located ont the dpper level. | 22. ER, PLUS IT 


INFLICTS MAXIMUM 


DAMAGE ON HIM. 


Y 
* 


MISSIONS . | 


"in 1 the lower- right corner of the screen). ae 


M * 
= A 
= 


sf 

= 

= ee eye on your health, « as a “as Mech- ichs 5 be the gauge 
= 

== 

5-9 


HELPFUL HINT 


YOU CAN HIDE LINDER THE BRIDGES AND 
USE THEM FOR COVER TO AVOID МЕСН- 
CHIP’S POWERFUL SHOTS. THERE ARE 
SOME SPOTS WHERE MECH-CHIP SIMPLY 
CANT REACH YOU. TAKE REFUGE IN THESE 
AREAS AND USE STAR BOLTS TO SEEK НІМ 
OUT. 


WAIT FOR. GER 
_REGENERATING . 


> 


DIE, МЕСН COMMANDO! 


Eventually, even this monster iso mafa or Archer. Wher = 


= finally. succumbs, the. Commando war machine is finished, meaning 


Archer has finally brought about pence. tor Gor Sorgen: 


el 


At least, зай пех im ee 


р uid 
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TWO-PLAYER. BASICS 


F- ` SSS 


== == 


BASICS 


|, Я rom the game's Meinen шы, m 
enables you to enter ‚Two-Player Mode. The follow- 
ing section summarizes ће two types of play available 
in this mode, information on setting up a game, and. 
also some basic tactics for crushing"your г opponent... 


же ==; 


CHAPTER 


~ Garrison Prin. 


GAME SETUP 


When you arrive at the 2-Player RB menu, Pe 1 ge 
to choose: kora several Әрһәпе > Er 


52” A >» аз 
te, Eg. 


an МАР SELECTION D - | = = 
A 2 A A "Press Gi oe r Right c on the D- «pad: to. select a 502. -playeri maps (Dimensional Temple, 
=. | - Creepy Caverns! irit- Bog, Hall of Patriots, ‘Nuclear Mine; and Garrison | 


~ Prime). These are specially edited maps that E ly dhere to the single ployer levê dc 
Eos but are laid out for 2-player acti 


AN 1 = 5 J^ » 
¿a те TS E 
КЕЕ те ELA Pl 


x CHARACTER SELECTION у сс 2 


= “ os 


= A. | | ‘Each player don selec 13 play ‹ as e Chip Hazard ог Archer. Adi abilities did: hole kei 
ER possesses in the single. player дате; however, Chips obilities в some. discussion, because — 


Ne his Special Weapons are different fan е e йу D 
¿Re x ; Chips ee Е : we ee 5 > PA 
SEE Er _Claymore—Delayed explosives hat also oplode on contact = — : 

> - = = 9 EX an = 735 


3 Nuke — Special = 7 bars simlor x to. the 122 Shaker. 22255 Js = = 


during = 
= E > € 
ж = 


= 


~BAS ic TAGTI cs 2 e 


Ihe split-screen nature of the smell Soll аса 
2-pláyer ‚games requires some solid tactics and | 
‘careful strategizing if you plan to come 

= top. Pog: are a fow basic soe ee 
s you soned.. FR 


d 


"tos - 


nce if- mee а-пісе cozy эме to 
m ай that the other 


а 


—. Choose Your. Weapons ou d = t have to и: oris AN 

; Опе of the most effective ` weapons is either character's | weapon ieget enables _ 

you to shoot around corners. Also, assuming your. targetis somewhot dose, you Sm : = 
use.itto locate them because he sh will came toward hen." Er. е : 


хі ar nr сш: . ‘ 
а N үч". 


Аз Bon Worry About пера асаа О you see 5 thetirhiding i ina 
d watching Beate ples screen en гопа. удати their en You! E. 


SECRETS AND up CODES = 
COSEDRET: CHEAT CODES 
The follow а complete listing ofall the “Secret Areas” in the game. 


Although Tee areas are listed throughout the walkthrough of the 
` game, you can Us&this section as a quick reference. Following the 


"Secret Areas” is a lisf ofthe chor Codes available i in the game. теш, 
qe 


i a 

G HAPTE R 6 
к at 
N B: 


GORGON € en 


SECRETS: 3 


_ Above-and behind the first aural = 


E NUN. ‘the hidden эрий alli in the second left dee after fes DM 
а restart t flag. Е : 


Fane Vr Dok м 5 " ых ED AU 


(dn the well above # he lefimost poison pool. x € Uu PDA 


| Т.А: the. right hend wall Ес jumping to de 0508. Red a 2 
i | 52, Over ће pitfall-and past the third Yellow Chanter corridor. о x5 


m з Behind the Blue gate. Br xs vex lm с > e 
мар ЕСЕ. “y ; өсте < : 5 2 x Miis 222 Е nz © Я 22 dei. T 
_FORTRES Se ВЕСЕ ои E 
ИА > à ERAS Д > E qc e m : pte + 
ea SECRETS 2~ т 2; I = en ER ш 
Non JE s Bene ee a 
82525: 


qeu 


р 
2 


5 = = = | Both secrets areon the main deck,- “upper роют {starboard dd 
ee . port). They are accessible from the crow's. nest st beyond be first Harpoon 


SECRETS АМО СНЕАТ CODES 


VILLAGE 2 
SECRETS: 4 2/0 


“7-1. Behind the lowest | Red gate. | ж” 


Mer * A hidden alcove in ih cliff wall, below andl to ee left of the os 
T Бан" a a 


. most bri idge-to ће dif- = - 58 


8 SOR the upper две (pl looking. out Eon, Te Shuttle cave to 
the left. 


: - = 4. . Опен ledge i in the ан wall below the Shut c cave. lodge 


= ‘SECRETS: a 5 = = 


- 


ТТТ) 


Le Behind the waterfall: 
"8 РАС ЕЗ н 1 P 


BER nn 


ar ‚Seo on та = of s dier kip paying Grn “ы ho. af com- Ec 2025 E RR 


SECRETS AND CHEAT CODES 


SE! SRET E 3 ашары. в 


e a 


. Ona ЕВЕ а дип turret, above the ‘outer area dcross the first 


lava bridge (just ра post the green forcefield'c on the right). 


¢ (2. 
di 


mI uL 


2. & 3. On the turret ledges-in-the | cénter area above > the Blast Doors. 
OSA : 


NUCLEAR MINE =. 
SECRETS: 3. 0 


Inthe п ineral bay 77 gray Soot с on 222. above = = 
а = of of crates in ina р поо їп. the Е ine S 5 2 T 


: E cH H CENTER | 2222. 
=o SECRETS: 4 d = p > — = Bes 


= Sn the i eee еп. leid: to = right dot г red | 
- fercefield. To | тепе the qe. pis oP end Hale Cee = 
[Stor Bolt). - и = 


SECRETS АМО GHEAT CODES 


LILHADEN FIER | ы acm 
SECRETS:2 ^ ^.^ - we 


nt ma 


he 


= 1. АЕ the threshold-to the alternate entrance о hs er leading to. 
he final area. It's azeessible via the girders and platforms above 
and. to the left of the third stationary-turret | in the corner (Talisman). 


er On Жек top right of the beak Structure in the final area (Orb, Spirit 


er Bomb, Rebound, Star Bolt). а 
GARRISON PRIME: 


ee wer 2. у = 


um wR E -£ s 


ТТТ 


м” 


Al, an the corridor бед off b yellow. forcefields end within the corri- E = 
dor closed off by green. forcefields (One- Up). = а ee Se e 


5 = 2 “Rin. straighr c across the, re 

^^ ‘Чоп, до past the с NS 

ary turret, turn right at <-> E 

°F the far wall; run straight to — 

m = the notch in floor, and then: 
- drop down (One: Up and - 


—"Talisman]. - ER “ті 


"MEC CH-CHIP _ 
AR ENA — 


` SECRETS: 3e 


| alk from. Archer ying pos. s 


SE 
i 


1 : "eno the n main 
-.. arena. platform, pos 
very dark corridor with ar 


the г niddle (Earth _ E 


pt T = 


\ 
Ғы 


w д = => 


SECRETS AND CHEAT CODES 


Å бет 
же 


GHEAT CODES 


То en = the” б lowing codes, select WiesPassword option from the Main 


ae 


- Menu. At the Password screen, press the button. combinations to enter 
the codes. m Е > ; 
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Invulnerability 7 ФӨллФХЕХ A е5 ee 
All Weapons = o . ا‎ | = £ - is 
Level 1: Gorgon | Te XXABBXOX zr Ee 
Level 2: Dimensional Temple . 2 AO 
= Level 3 De. 3 _ exammeex - Lc m 2 
` Level 4: - Spirit Bog - _ AXABNAOX Е = uc. Же = p. 5 
Level 5: E Vilage ж A x Ба 


е, ES ет ANXEHAAX = > Ооз Р 
~ Levél 9: Graveyard оҒМ War XOABBXXB == : 3 
Level 10: Nuclear Mine SER HOANENXE 

>, Level: Tk ound Cenfer 4 = ocină 
RS а Level. 12: : Ulhuden Fier rn EL 
mes = Ee Level. 13; Garris E = = 
Se level M: Inner г Sanctum - 


7 RR И erg vem 


The long-standing aggression of the Commando Elite has 
pee the Gorgonites to their, limit and threatened their 
omeland. 


Archer must eliminate the Commando menace from 
Gorgon, penetrate their Inner Sanctum, and end the 
Gommando threat forever. 


It’s time for action, soldier! 


F Complete walkthrough of the game 


Game Secrets unveil every hidden area 
in the game 


OFFICIAL 
STRATEGY GUIDE 


Cheat Codes to access every level| in the game! 


each level 


Multiplayer battle tactics to help you crush 
your Opponents 


F 
F 
F Exclusive Level! Maps guide you through 
F 
F 


Plus Much More! 
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